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Abstract

Another Cookie is an animated 3D graduate thesis film. It is based on a personal
story about a girl who loses her grandfather and learning to live with the lessons he left
behind. She has help overcoming this grief from a spirit that represents the humor and
happiness of the relationship between the girl and her grandfather. Cookies are at the
heart of this story. In the film, there is a plate of cookies at the end of a table full of
baking items. Two characters start taking cookies from the plate. A girl and her grandpa
are holding a cookie in each hand, cherishing the moment. We then find out this is just a
memory and the mood of the story changes to the girl’s grief.
She is packing up a box of items which include recipes, photos, a spatula, and
more. Once she closes the box, a spirit appears. It interacts with some items in the box
and then eventually looks outside the box. It sees the girl sad and hopes to cheer her
up. After a failed first attempt, the spirit kicks a soccer ball towards the girl. The girl kicks
the ball away, hitting the shelf that the box is on, and it comes tumbling down. The girl is
left to pick up the contents of the box and to face her grief. She gathers the contents,
including a cookie recipe and a spatula. She goes to the counter and starts baking.
When the cookies are done, she picks one up and goes for another, but hesitates. The
spirit brings the attention of the girl to a photo of her and her grandpa with cookies in
each hand. This inspires her to grab another cookie and to start living with the lessons
her grandpa left behind.
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Introduction

For generating an idea for this film, there were a couple of things I wanted to
take into account. First, I wanted to push myself as a storyteller and 3D artist. I wanted
to take everything I learned at my time at RIT and put into my film to be the best that it
could possibly be. My plan was to do as much of the pipeline as I possibly could do. I
planned to do the environment modeling, character modeling, rigging, animation,
lighting, rendering, etc. I also wanted to pick a story that I was motivated to do
throughout the whole process. A year to work on something is a long time and I wanted
to make sure that it was not going to be something that I would become unmotivated to
do. With these things in mind, I decided to do a personal story.
In most of my films at RIT, I usually involved corny jokes or something goofy that
made people laugh. For this film, I wanted to have elements of humor, but I also wanted
to have an emotional depth that has not been really seen in my other films or work. I
always say my humor comes from my family, and I contribute that attribute specifically
to my grandpa. He was the heart of our family. My grandpa lived by never taking life too
seriously and to never lose your humor. During the second week of starting at RIT, I lost
my grandpa and it was devastating. Something I realized as I continued in this program
and in my life, is that grief isn't about learning to live without the person, but to continue
living with what they left behind. For me, my grandpa left that funny, friendly, warm spirit
behind. He left behind being able to laugh and to always take a cookie for each hand,
because you have two hands that each deserve a cookie.
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I want to incorporate his spirit for life and memories into my film. I knew this
would be no easy task, since it was a personal story it was hard for me to talk about at
times. But doing a personal story like this, I know, would keep me motivated throughout
the year to wake up every day and work on it to be the best film it could possibly be. It
would challenge me as a storyteller to tell something that still involved humor, but also
incorporated pain and sadness. It would challenge me as a 3D artist, to produce high
quality models, animation, and renders. I wanted to focus specifically on the animation
and lighting to reinforce the story for my film. Overall, making this thesis film allowed me
to push myself as a storyteller and artist. I learned a lot from this process about myself
and from what I want as an artist.

Review of Research

For my research there were two main things I focused on. The first, how I wanted
to tell my story and the second, how I wanted to represent the relationship between the
girl and her grandfather. I started watching many feature length and short films about
loss and characters that represent the emotional parts of people. I referenced films like
UP (2009), Inside Out (2015), and Soul (2020). Since these are all feature length films,
and have two hours to tell their story, I needed to find some short films and how they
told the same concept in a more compact way. I also watched short films where I really
connected with and felt the emotional impact of, like One Small Step (2018) and Wind
(2019). I realized that after watching these feature length and short films several times,
that the person they lost was represented in an idea or an object. In UP, Ellie was
represented through the Spirit of Adventure and Paradise Falls. In One Small Step, the
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grandpa was represented in shoes. In Wind, the
grandma was represented through a box of
potatoes. Both Inside Out and Soul, showed
character representations of things that aren’t
usually tangible. Inside Out made character
designs based on what they thought sadness
and happiness would look like. Soul created
the characters “soul” by making miniature
versions of the characters in a different style. They kept the key shapes and
characteristics of the character when they transitioned them into a different style.

“Soul” (2020) Pixar

“Inside Out” (2018) Disney/ Pixar

I decided that I would start by picking an object that would represent my grandpa
and the relationship we had. I made a list of the things he would say, the memories we
had, and the objects I thought would represent him best. The thing that I always kept
going back to was that when we ate cookies, he would always say take one for each
hand. I decided that cookies would be my object, and the story took off from there. I also
decided to incorporate a character to represent the humor and happiness of the
relationship between the girl and her grandpa. I looked at the designs and
characteristics from Inside Out and Soul to come up with my spirit design.
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“Soul” (2020) Pixar

“The Art of Inside Out”

While writing, I also thought about how to incorporate the other ideas to show
more personality in both the grandpa and girl. This involved some more personal
research of looking at my own relationship between me and my grandfather. My
grandpa was someone who was very involved in my siblings’ and my life. He was at
every single one of our soccer and basketball games. Every single Friday night of my
senior year in high school, I was at my grandparent’s house hanging out with them. I
remember him blasting Frank Sinatra as I helped him with work around the house. As I
reflected upon my memories with my grandpa, I also thought about my other
grandparents who I lost. The Wednesday before every Thanksgiving, my sister and I
would bake cookies with my grandma who I called “Mimi.” Every year we bought her a
new spatula. My grandfather was never involved in actually making the cookies, but he
was always there to eat them. Every year, I would go on vacation with my grandparents
to the beach and we loved collecting seashells. My grandma “Nana” made the best
chocolate chip cookies ever, we used to write letters, and she used to have a tea set
that I loved. I am someone who loves to take photos. When filling the box, I thought
there would be several photos that would help show the connection between the
grandpa and the girl. After all my research, I had the core of the story, the three
characters I needed to tell it, and the object to connect it all together.
8

Process
Introduction
As mentioned in the introduction, I primarily wanted to focus on the story,
animation, and lighting for my film. Knowing what I wanted to focus on for this film
influenced some of my decisions especially in the first semester. I initially was going to
do the whole pipeline myself, which included modeling the environment, modeling and
rigging all 3 characters, animating, lighting, rendering, special effects, etc. My original
plan was for the first semester I wanted to have a 3D animatic, the environment
modeled, all three characters modeled and rigged, and to start blocking some scenes.
For the second semester, I wanted to focus on animation, lighting, rendering, and
compositing. As I really dove into this production, I realized that I couldn’t do everything
while being able to achieve the quality of animation that I wanted.
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Pre-Production
I started with doing a 3D animatic. I am more
comfortable and faster working in 3D than in 2D. I
blocked out my environment and I found pre-rigs that
would be able to represent my characters. Doing my
animatic in 3D allowed me to move the camera in the 3D
space, allowing me to really explore all the possible
angles. I would then be able to use these cameras when I
would go to block my scenes with my characters. I usually slightly tweak the camera to
better fit the actual rigs used and to adjust for the fully modeled environment. The
animatic was a good place for me to get rough timing for my film, camera angles, and
understand what I needed to decorate my environment. Working in 3D for my animatic
saved me some time to start modeling my environment and characters.
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I had two environments for this film. The first being the kitchen environment
which is the main environment. The second would be the box environment where the
spirit is revealed. Each environment involved a strategic layout and lots of modeling. For
the kitchen environment, I had a mood board full of pictures to show my ideas for
lighting, how I wanted it to be laid out, and for palette inspiration. Based on this, I first
blocked out the kitchen in scale. The blocking of the kitchen took a long time to do even
though it was just cubes. I wanted to make sure that the scales were correct so later I
wouldn’t have to worry about remodeling or rescaling anything. I knew for my kitchen
that I wanted this big window, where the corner table nook would be. I wanted this
window to allow for natural lighting since this nook would be one of the main spots in my
film.
My second environment is the box, where the girl puts in a bunch of items that
reminds her of her grandpa. The inspiration for this environment came from memories
that reminded me of my grandpa. From my list of memories I thought of tangible items
that would be able to fit in a box, like a spatula, recipes, seashells, ornaments, and a
teacup. In some cases, things wouldn’t fit in a box or there wasn’t a tangible item to
represent that memory, but I still wanted a way to represent those memories. I decided
that I would also put photos in the box to show some memories and the relationship
between the girl and her grandpa. I made a list of what I needed modeled for my kitchen
and box environment. From the list, I started taking photos of items I had around my
house or googled reference images to model off of. In the end, I did the main kitchen
modeling and then some of the objects in my box like the spatula and recipes that were
the most valuable for me and my film. For most of the set dressing, I used objects from
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various artists from CGtrader or Sketchfab. Even though I could model everything in my
environment, I didn’t think that it would be a smart or efficient use of my time, especially
when my main focus wanted to be on the animation and lighting of my film.
The next thing to work on was creating my characters. I was originally going to
model all my characters, rig them, and then animate them. I was hoping to have them
done around early November so that I could start animating the end of the first
semester. I decided to start with the girl character because she had the most shots in
the film. I started to block the model of the girl character and it took way longer than
expected. It took me a week to just get a block of her with the correct proportions and
the body shape I wanted. I was struggling for many reasons, but the main reason being
that if I wanted to focus on the animation of my character's performance, their bodies
needed to be modeled and weight painted correctly, and their faces needed to be able
convey a lot of emotion. Ultimately, I wanted my rigs to be high quality, and I knew in the
time I had I would not be able to do that for all three rigs. I decided that I would find
pre-rigs for my girl and grandpa characters. As soon as I made this decision, I felt such
relief because I knew that I would get the body mechanics and emotion I wanted from
the pre-rigs I chose.
I was supposed to be spending the next two weeks on creating my characters, so
instead of creating my characters, I would spend two weeks searching for rigs. When
searching for rigs, there were a few things that I kept in mind that helped me narrow my
search. First, I need a grandpa rig and a young adult female (around mid 20s) rig to look
like they would be from the same world and aesthetically match each other and my
environment. I also didn’t want to use a super common rig, because I thought that would
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take away from the personalization of my film. Lastly, I wanted it to be in a reasonable
price range. For my grandpa rig, it would only be in around 3 shots, and it would mostly
be the upper body. For a short period of time, I actually considered changing the
beginning scenes so I wouldn’t even need to find a grandpa rig. The main female
character rig was the most important one, since she was in the majority of my shots.
Before purchasing any of the rigs, I needed to know that they would be able to give me
the quality of animation I needed. This involved extensive research and looking at
reviews.

“Waitress” by Agora Community

“Cartoon girl” by Suchanan Nakmai

“Cartoon skate girl” by Cartoon Factory

“Penelope” by Animatt

“Cartoon old man” by Cartoon Factory
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I ultimately decided to go with the rigs from Long Winter Studios. Long Winter
Studios is an independent studio that specializes in creating character and customized
high-quality Maya characters. It is subscription based and when subscribed I gained
access to several characters. I ultimately chose Long Winter Studios, because I liked
the female character the best aesthetically and I could see it would give me the facial
and body mechanics I wanted. It also worked out that in the subscription, they had an
older male character. At first I was unsure of him for my grandpa character because his
face was super narrow and did give me the warm, friendly grandpa feeling I wanted. I
opened up his file though, and I was able to pull his cheeks out to make his face more
rounded and I gave him glasses. I felt this made him look more warm and friendly, and
in my next meeting, Kevin agreed with me. I was able to pay a year long subscription for
$99 for both my rigs. This was a very affordable price range especially since I got two
rigs. I then tweaked their features to match my original plan for my characters.

“Gwen” by Long Winter Studios

“Walter” by Long Winter Studios
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I also decided to model and rig my spirit character. By only having to focus on
one character, and it was my most basic character design, it allowed me to take my time
and enjoy the process more. I would block scenes using the pre-rigs, while working on
my spirit character. I had about 47 scenes, 30 of them involved the girl or the grandpa
rig, 16 had the spirit, and 1 had no characters. My new goal heading towards the end of
the semester was to have the spirit modeled, rigged, and ready to go for the start of the
next semester and in the meantime I could block the 30 scenes with my human
characters and one scene with no characters.

By the end of the semester, I reached my goal. I am proud of myself for modeling
my spirit and getting my human characters blocked. I did spend winter break rigging my
character, but it was worth it to see my character work and move in the way it was
supposed to. I was able to get readable facial expressions, and I learned so much by
just doing one character myself.
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Production
For the second semester, my focus would be on animation, lighting, rendering,
and compositing my film together. I was off to a good start, since I started doing
blocking in the fall which was earlier than I anticipated. I had a shot list that helped me
organize and visualize my shots. I broke down what characters were in each shot and
made columns to see when they were blocked, splined, lit, and rendered. In total I had
around 50 shots and during this process I ended up cutting, adding, and revising some
shots and ended with a total of 47 shots.
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I was excited for the spring. I would finally be in the full swing of animating and
lighting which were the parts I wanted to focus on and looked forward the most to doing.
Throughout my time at RIT, I was able to experience the whole 3D pipeline through the
various classes I took. My favorite classes were the ones involving animation and
lighting. I have a background in motion graphics, which is why I so easily loved doing
animation in 3D. On the other hand, lighting was something I have never had
experience with, but it was an unexpected part of the pipeline that I came to love. These
were the two parts of the pipeline that I was most passionate about and I knew how I
wanted to use them to my advantage to be able to tell my story. I planned my whole fall
around being able to use the beginning of the spring just to animate. Heading into the
semester, I had 31 shots already blocked and I only needed to block my 16 shots which
were all my spirit shots. I then needed to spline, light, render, and composite all 47
shots.
I would eventually like to be a character animator, which is why I chose to focus
so heavily on the animation for my film. I needed to block five to six spirit shots while I
splined five shots a week. I would only have to go through four weeks where I had to
block and spline, and then the rest would just be splining. This seems like a reasonable
amount of shots per week, but it took me a long time to block and to spline. I wanted
every animation to be perfect, which is absolutely not possible, but I thought I could at
least come pretty close. I wanted the animation to feel fluid and natural, so I took a lot of
reference. I used reference for most of my shots to help with time, understand body
mechanics, and be able to capture emotion. When capturing reference, I always shot it
multiple times because I would usually stop thinking and start acting naturally.
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Sometimes the original idea of my shots would change because as I was performing, I
would naturally do something else or think of new ideas. By basically acting out my
entire film, I was able to cut, change, and add shots to help enhance my story and
performance of the characters. I would then transfer my reference into blocking, but that
didn’t always work out as planned. When blocking a shot, I could just tell after a few key
poses if I wasn’t liking where the shot was going. Sometimes my references didn’t
transfer well into the 3D shot and what I was expecting them to be. I would consider
what I did and did not like, and then I would re-shoot some more and usually start over
on a shot. Taking video reference was not only important for the body mechanics but
also to get the emotional depth of the face that I wanted to achieve.
My favorite animation was the beginning animation sequence with the spirit
character. This section was super important for setting up who the character was and
how it was going to act. I really wanted to show the box environment and all the objects,
while incorporating the spirit’s character and personality. I had a lot of fun
conceptualizing and animating this section. I actually did about four shots of the spirit
interacting with the objects in the box, but I only ended up using two. The first was I had
my spirit character spinning in the tea cup. When modeling this character I purposely
had its head be separate from the body to
allow for some more playful animation since
it was supposed to be a happy, fun
character. I decided not to only make the
character spin, but I purposely made it and
its head and body spin at different rates. In
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this shot the body would stop spinning but the
head would still have to complete its rotation.
The other shot in this sequence that is my
favorite is when the spirit pops its head up
behind the seashell and its eyes get really big.
This shot the majority of the spirit is hidden behind the seashell, so all I had to do was
animate the head up, eyes, and eyebrows. I feel this shot really showed that the spirit
was exploring the box. Both these shots were on the easier side to animate, but they
added a lot of personality to the film.
The hardest shot for me was the one where my
main female character gets up to turn off the phone. It
was a complex shot with a lot of moving parts. I
needed to show the weight of her getting up, while
avoiding her hand and body not going through the
table. I wanted her hand to slide off the table as she
walked towards the counter with the phone. Lastly, she
had to stop the music and push the phone away. This
was originally two separate shots, but when looking at
the camera angles they were so similar that it made
sense to make it one instead. It is just one really long
shot, but I broke it down section by section to be able
to complete. Within this shot the fingers come off the
table and pushing the phone were the biggest challenge. I always find hands are one of
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the hardest things to look natural when animating. I also then had the hand interacting
with the table and the phone which required some parenting. When the main female
character’s hand comes off the table, I actually had to go in and keyframe every frame
of the hands and fingers. If I didn’t do that, usually something was going through the
table. Parenting is easy, but when I was adjusting time or placements there were some
difficulties. I had to remember to move the parent keyframe with the timing and
sometimes I had to unparent and reparent objects because the original parent was not
lining up how I wanted it to. This shot was super frustrating at times since it was a long
and complex shot, but in the end I was able to take the time to make every step of this
shot work.
Animating was something I was excited to start doing for my thesis film. Even
with an extreme amount to block and animate in the beginning of the spring, I did enjoy
doing the animations. The only thing I wish I had was more time to refine and improve
some shots more. Overall, I managed to stay on track with all my blocking and splining.
When I completed blocking, I moved onto lighting and texturing while I completed
splining.
I did most of my texturing during the first semester but there was still some
texturing to finish and adjust as I started to light. I made sure to reference my kitchen
environment, box environment, and characters into all my shots so that if I changed a
texture in the main file, it would change in all my files. This was very helpful when I was
still deciding whether to add or change textures. I also was working on lighting and it
was no easy task. As mentioned before, lighting was one of those unexpecting parts of
the pipeline I really came to enjoy. I took a lighting class with Nate Sawyer who is also
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one of my thesis members. During the first and second
assignment of my class, I really hated lighting. As I
continued to light in that class, I grew to love it and saw
how much lighting can affect the audience’s perception.
I wanted to use the lighting in my film to help tell the
story. My plan was to use warmer lighting during
happier moments and cooler lighting during sadder
moments. I balanced the warm and cool lighting in the
shots, while also trying to keep the consistency of the light throughout the film. I kept
thinking about how I could use lighting to draw attention and make the audience focus
on certain objects or areas. I was lighting the shots as I was refining my animation. Both
took a long time but if I was tired or frustrated with one, I could switch to the other while
keeping the production of my film moving. Once a shot’s animation and lighting was
done, I could start rendering it.
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For rendering, I planned to use the renderfarm. In the beginning of the spring, I
sent a test render of a scene with my human characters to the farm and that is when I
ran into a very big problem. My rigs I chose were pulled from a server which the render
farm ultimately could not access. I emailed Jay Sullivan to figure out if there was a
potential solution to my problem, while planning out how I was going to render
everything on my computer. I ran a test render overnight with the same scene and it
took about 13 hours to do 100 frames, which means I would need to start rendering
right away and every night to be able to have a high quality rendered film. Thankfully,
Jay was able to set me up on my own system that rendered my shots a whole lot faster.
The shots with either no characters or just my spirit character, were still able to
go through the farm. With my rendering figured out, I was able to not rush the lighting
and animation of my shots and render in the quality I wanted. I also utilized render
layers heavily in this process. I went back to my lighting and rendering notes from when
Nate Sawyer taught my lighting class and I also referenced Meghdad’s render layer
video. These two resources allowed me to create separate layers for the background,
character movements, ambient occlusions, shadow, etc. to only have those items
render for the frames needed and give my control in the post-production. This was
especially important for my spirit character because it needed to be on its own render to
be able to add special effects in the post-production process.

Post-Production
Since I used render layers, for every shot of my film I had about four to twelve
layers depending on the complexity of the shot. I kept these organized by having a shot
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folder and within that folder, there were folders for each layer. Keeping the organization
of these files was important because I had to take every layer of each shot and
composite into After Effects. Below are the layers and creation of shot 41.

Background and background AO:

Midground and midground AO:

Foreground, foreground AO, spirit layer to be manipulated for effects:
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Once I had all my render layers, I then composited them together. I started with
the background and worked my way to the foreground of the scenes. I would change
the AO layers in After Effects to be “multiply” and play with the transparency to achieve
the look I wanted. I also made any additional post adjustments as needed. Sometimes
there were adjustments that I couldn’t make in post and the layer needed to be
re-rendered. Using render layers, allowed me to re-render only the layer I needed to
adjust. I would just replace the files in the folder and it would update in After Effects. In
this particular scene, I even blurred the foreground with the box and spirit so the main
attention would be brought to the bowl being mixed.

Background + background AO

Foreground + foreground AO added

Counter + counter AO added

Spirit glow + minor foreground blur
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My spirit character was always on its own frame because I wanted to add a more
“spirit like'' effect in After Effects. I wanted my spirit to have a glow, like a light. I
originally put the glow effect from After Effects on the layer but it didn’t come out in the
way I liked. So instead I duplicated the layer and I added gaussian blur. This gave me
more of the glow feeling I wanted my character to have. I also worked on the “puff”
effect so that my spirit character could just pop in and out of scenes. I also did this in
After Effects by getting one simple puff and then duplicating and offsetting it to be one
giant puff made of multiple layers.

For the sound, I worked with Rita Veneziale from Nazareth College. I met her
through the composer meeting during the fall. Our main source of communication was
email and uploading files to google drive. We discussed ideas, she would send me the
music, and I would give her feedback in return. We had a good working relationship.
She understood that this was my thesis film, and she was willing to make adjustments
accordingly to what I wanted it to be. At the same time, I still gave her the freedom to
make this musical composition her own. Over the course of the fall and spring semester,
we went back and forth several times with drafts. From the first draft, the beginning
motif of music and the very end motif of music were strong. Throughout the rest of the
year, we continued to work on making those motifs stronger by building in more
emotional depth and making sure notes hit when we needed them to hit. The middle
motif of music took a decent amount of trial and error.
25

At one point in my film, the spirit character accidentally steps on a phone and
music starts playing. The spirit then changes the songs until it finds a song that will
cheer the main female character up. The main female character hears the phone, gets
up, and turns it off. The spirit then reacts with disappointment. During the first draft,
when the girl gets up and turns off the phone, right afterwards there was some epically
dramatic music to go with the spirit’s reaction. I understood that Rita was trying to play
up the spirit’s reaction, but it just didn’t feel right. I met with my advisor, Kevin, later that
week and he agreed. We talked about some ideas of what to do instead. I went back to
Rita and asked her to go the complete opposite direction. When the girl turns the phone
off, I want the music to turn off as well. Then as we see the spirit's reaction, we could
slowly build back to the emotional music at the end of the film. She applied the feedback
and ideas I gave her and completed the music to my expectations.
I also decided to have some sound effects that would add to the story, like the
spirit “puff” coming in and out of the scene, the box falling, and the soccer ball being
kicked. Small details that would add to what was visually being shown. I used Audition
to mix Rita’s music and the sound effects from Soundsnap with a license provided by
Dave Sluberski and SOFA.

Critiques and response

Throughout the year, I had weekly meetings with Kevin Bauer. Each semester I
had two meetings with my full committee, which included Nate Sawyer and Meghdad
Asadi. For my weekly meetings, I showed Kevin my work over zoom sharing syncsketch
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files and google drives. We would discuss my progress each week, I would get
feedback, and then share what I hoped to accomplish for the following week. I remained
on schedule and Kevin always gave helpful feedback for everything I showed him. For
my committee meetings, this is when Nate and Meghdad would see my work. I was
always pleasantly surprised with their feedback. They would both tell me what wasn’t
working and what was. But overall, they both could see what I was doing with each
phase and encouraged me to keep going.
I screened in May 2022, and received various feedback from professors and
students. Overall, there was confusion as to who the spirit specifically belonged to. I
originally wanted it to belong to the girl but as I was making my film I just wanted it to
represent the relationship between the girl and her grandpa. Other than that, most of my
feedback was positive saying that the story was clear, animation was good, and lighting
reinforced the story.

Conclusion

Overall, throughout this last year, I had challenges, changes, and stress but I was
able to complete my film. My story was constantly changing from my original proposal to
what it finally became, but at the core it was the same story of a girl, her grandpa, some
cookies. One of my biggest challenges was the character modeling, but I managed to
find two rigs that worked well for my story and to still manage to rig my own character.
My second biggest challenge was my rendering issue, but within a week that was fixed.
Even though I see every mistake when watching my film, I am happy to say I stayed on
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schedule and managed to create the film I envisioned. I grew as an artist and I am
proud of what I created.

Appendix

Final Renders from Another Cookie
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Thesis Proposal

Don’t Lose Your Humor
By Amanda Kopacz
Thesis Proposal
MFA Film Animation
3D, 4- 5 Minutes in Length
School of Film and Animation
Rochester Institute of Technology
Rochester, New York
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I.

Logline

Cookies, laughter, and family. After a tragic event, a girl’s spirit has gone missing, and
she is unsure if it will ever return.

II.

Thesis Statement

Grief isn't about learning to live without the person, but to continue living with what they
left behind.

III.

Rationale
What most people know about me is that I have a passion for creating

animations with humor. My passion for creating animation started when I was young, I
fell in love with the magic and adventures of animated movies. My humor came from my
family, but most importantly my grandpa. My grandpa was someone who taught me to
never take life too seriously and to never lose my humor. My favorite parts of animated
movies are the characters who make you laugh and smile regardless of how bad their
situation has become. These characters don’t only make people laugh and smile, but
they are relatable and can help people through their hardest times. I want to share my
personal story of grief and learning to live with the joy, happiness, and laughter he left
behind. I want to be able to pass on this lesson that my grandpa gave to me.
Most of my films and work that I made have revolved around humor either
through corny jokes or funny visuals. At the end of the day, they made people laugh. For
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this film, I hope it will be humorous but also have an emotional depth that has not been
really seen in my other films or work. This film will be more challenging since it is a
personal story, so working through thoughts, feedback, and ideas might take a little
longer. It will also be challenging from the perspective of that I will have to really think
how I want to balance and transition from the light-hearted moments to the
heartbreaking moments in my film. Overall, I hope to go further into why I, as an
animator, use humor so much and push it to a deeper depth and feeling.

IV.

Treatment
A girl and her grandpa are sitting at a table with a plate of cookies in the center.

The grandpa reaches for one cookie and then another. The girl also reaches from one
cookie and then another. They both hold up the cookies in front of them, making a goofy
pose, and exaggerating that they took one cookie for each hand.
She leaves her grandparents' kitchen, and she enters her own apartment. The
phone rings and the girl picks it up. Her smile fades. She leans her back against the wall
and she sinks down to the floor. Her knees are up against her chest. She nods her
head slowly and then hangs up the phone. She throws her head back, her eyes staring
forward and filling up with tears. She moves her hand to her heart. Inside her heart
chamber, her heart is beating slowly, and there is a humor spirit flying around. The spirit
comes to a stop and looks confused. There are cracking noises, and the spirit looks up
and sees a piece of the heart falling. The heart almost crashes into the spirit, but it
manages to catch its bearings and escape. In all of the chaos, it gets forced out of the
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girl. The spirit is on the outside, dizzy and confused. The spirit spins around looking for
the girl and finds her. She is in her grandparent’s kitchen from the beginning. The girl is
packing up a box of items that contains photos, spatulas, recipes, a seashell, etc. The
spirit recognizes these items and flies into the box just as she is putting the lid on it. She
shoves the box onto a shelf in her apartment. The spirit peaks its head out of the box
and sees the girl sitting there being sad. The spirit, wanting to cheer her up, puts
together a plan.
The spirit flies out of the box and goes to the girl’s phone. As the spirit gets close,
the phone lights up, showing the last song that she was listening to. The spirit, hoping
they can get the girl to dance, hits play and watches as she gets up. The girl goes over
to the phone and turns the music off, returning to her spot. The spirit is frustrated that
their plan didn’t work and looks around for something new. They notice a soccer ball
under the girl’s bed and flys over to it. The spirit pushes the ball out towards the girl.
She looks down the ball and kicks it back under the bed.
The humor spirit, out of ideas, returns to the box disappointed. As it sits inside
the box, it notices a piece of paper tucked in the corner of the box underneath a few
objects. The spirit goes over to it and notices that it’s a cookie recipe. While pulling the
recipe out it accidentally knocks the box off the shelf, sending the box and itself to the
floor. The box hits the floor first with everything falling out: recipe, a spatula, and the
other items. Then the humor spirit crashes to the floor with the recipe it wanted to get
and lands on top of all the items. The girl goes over to clean up the stuff. She picks up
the top recipe and then the spatula. With both things in her hand, a small smile appears
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on her face. She picks up all the items off the ground, puts some back into the box, and
grabs some of the papers and photos in her other hand.
She goes into the kitchen where she puts down the box of stuff and stack of
papers. On top of the stack of papers there is the recipe for cookies, and she starts
making them. She puts a finished plate of cookies on the counter next to the box. She
starts looking through the box and she takes a cookie. She reaches her hand towards a
second one but hesitates. The spirit, who is standing next to the recipe and stack of
paper, sees her hesitation and pulls out a picture of her and her grandpa to be right on
top. The girl pulls her hand back. She looks over at the recipe and stacks of paper since
she thought she heard the sound of paper rustling. She sees the picture and picks it up,
blocking the plate of cookies in front of her. While the girl looks at the picture, the humor
spirit rolls a cookie in front of her. She goes to lean on the counter where she notices
the cookie. She looks at the plate and back at the cookie. She puts down the photo and
picks up the cookie. She gives a small laugh and does a fun pose holding both cookies
like in the photo.

V.

Vision
This film will be completed in 3D using Maya for the whole pipeline. I plan on

doing the whole pipeline myself from modeling characters and environments, rigging,
animating, lighting, etc. I have taken Character Creation, Acting for Animators, and
Lighting and Rendering that have given me a foundation to achieve everything that I
plan on doing. Character Creation went through the pipeline of creating 3D characters
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from scratch. Since I have already gone through doing that with one character, I am
confident in my knowledge and ability to do that with all 3 of my characters. For my
characters, it will be two humans and one spirit with simple character designs. I want
them to be simple designs and rigged well so that I can push my animating and acting
skills. Acting for Animators allowed me to understand what it takes to push performance
through broad and subtle acting to create relatable and understandable emotions and
movement. Lighting will play an important role in my film as it can add more emotional
depth to scenes. In Lighting and Rendering, I learned how certain lighting and colors
can create a feeling to enhance what the character is feeling. Taking all that I have
learned from these classes will allow me to push myself and achieve the film that I want
to create.
There will be no dialogue, but there will be music and sound effects. I plan to
work with a composer for the music of my film. I am confident from taking Basic Sound
and from doing the sound from my other two films that I can be the sound designer for
my thesis film.
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VI.

Inspiration

VII.

Timeline
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VIII.

Budget

Name/ Description

Composer/ Music - through RIT, but not

$125

limited to $25 per minute
Adobe Suite (Student Monthly Version)

$360 ($30/ mo.)

Zbrush (3 Months for Sculpting)

$120 ($40/ mo.)

Autodesk Maya

0

Film Festivals

$150

Total:

$755
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